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CAPCOM D-E30NIT LINE AND 
GAME COUNSELING 


Hints are available: 



(1 -900-680-2583) 

$.79 per minute for 24-hr. pre-recorded 
information. $.99 per minute for live Game 
Counselor assistance. From Canada: 
1-900-677-2272 ($1.25 per minute). 

Must be 18 years or older, or have parental 
permission. Game Counselors available 
Monday-Friday 8:30 a.m, - 5:00 p.m. Pacific 
Standard Time. This hint line supports 
games produced by CAPCOM ENTERTAIN¬ 
MENT, INC. only. No hints will be given on 
our Consumer Service line. You must have a 
touch-tone phone to use this service. 

CAPCOM ON LINE 

Visit our website to see all the great new 
CAPCOM products and Mega Man limited 
edition products! Or just e-mail us for help 
or to find out what's new at CAPCOM! 

http://wwwxapcom.com 

or 

CompuServe: 76702.2710@compuserve.com 



CAPCOM ENTERTAINMENT, INC. 

475 Oakmead Parkway 
Sunnyvale, CA 94086 

© CAPCOM CO., LTD. 1996, 1997. © CAPCOM U.SA, 

INC. 1996, 1997 ALL RIGHTS RESERVED. MEGA MAN 8 It .i 
trademark of CAPCOM CO., LTD. CAPCOM is a registered 
trademark of CAPCOM CO., LTD. Security Program © SI GA 
1994 all rights reserved. Sega and Saturn are trademarks ol 
Sega Enterprises, Ltd. This game is licensed for use with the 
Sega Saturn system only. Unauthorized copying, reproduc 
tion, rental, public performance or broadcast of this game is 
a violation of applicable laws. Made and printed in the 
U.S.A. All rights reserved, 

Manual-Corey Tresidder; Translation-Tom Shiraiwa; Product 
Marketing Manager-Simone Seydoux; Marketing 
Coordination-Rich Smith; Creative Services-Lisa Benson 
Villasenor, Corey Tresidder; Package Design-Michi Morita; 
Manual Design-Studio Em 



This official seal is your assurance that this product meets 
the highest quality standard of SEGA™. Buy games tint 1 
accessories with this seal to be sure that they are compatible 
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CONTROLLING 
MEGA MAN 

DL #001 


Mega Man, the second robot created 
by Dr. Thomas Light, was originally 
intended only to perform functions in 
the laboratory that Dr. Light could not. 
Slowly, Dr. Light began using Mega 
Man for more and more advanced 
robotics experiments. One day, Mega 
Man walked in on Dr. Light listening 
to an intercepted transmission from 
the evil Dr. Wily. The transmission 
exposed Dr. Wily's plans for world 
domination. Mega Man convinced the 
good Dr. Light to let him chase down 
and eliminate the threat of his neme¬ 
sis. Mega Man's days as a gofer in the 
lab were over. 
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START Button 

Starts Game 

Opens Mega Power Screen 
Selects item in menu 

DIRECTIONAL Button 

Highlights item in menu 
Moves Mega Man Left or Right 
Climbs Ladders Up or Down 

A Button 

Fires Mega Power 
Fires Mega Buster 

Press and hold until fully charged, 
then release to fire Mega Blast 
Select item in menu 

IS Button 


Jump 

Swim 

Cancel item in menu 

C Button 

Fires Mega Buster 

Press and hold until fully charged, then 
release to fire Mega Blast. Try jumping 
and sending out a Mega Blast 
Select item in menu 

IL, R _____ 

Changes Mega Power 

Switches menu in Mega Power screen 

V, Z Button_ 

Not used 

To reset the game at any time during 
gamepiay, press START while holding A, 
B and C Buttons simultaneously. 
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MOVE MEGA BALL 


Press the DIRECTIONAL Button Left 
or Right to move the Mega Ball with 
out activating it. Sliding onto the 
Mega Ball works as well. 


BUMP ONTO MEGA BALL 


Fire a Mega Ball but don't activate it. 
Hold B Button then jump on Mega 
Ball. Mega Man will jump higher. 


USE SNOW BOARD 



In certain parts of the Icy stages 
Mega Man can use a Snow Board. He 
can Jump and Slide by using the 
same motions mentioned previously. 
Be prepared: inclines increase the 
Snow Board's speed. 


FLOAT IN A BUBBLE 




onto the bubble-maker and Mega 
Man will float upward. Use the 
DIRECTIONAL Button to move the 
bubble left or right. No weapons are 
available while in a bubble, and 
spikes will pop the bubble. 













































































DESTINATION: 

METEOR CRASH 

Dr. Light sped to his controls to react 
to the sudden alarms. Lights flashed 
and electronic sounds blared. He 
scanned the meters and checked the 
print-outs for any clues to what had 
just happened. Then the computers 
centered on the disruption in the 
radar and brought it on-screen. 

"Mega Man, come in! You must inves¬ 
tigate the disturbance immediately. 
Come in, Mega Man!" 

A holograph displaying the gentle face 
of the Titanium Titan gradually materi¬ 
alized, and Dr. Light breathed a sigh 
of relief. Mega Man was already in the 
vicinity. 

"Yes, Dr. Light. I have the readings. 
From the looks of it that comet was 
not an accident. I detect a high con¬ 
centration of metal alloy in that 
fireball. I bet Dr. Wily is behind this." 

"If not, he at least knows about it and 
is nearby. It crashed onto that desert¬ 
ed island. If Wily's there, don't let him 
get away. And be careful Mega Man. 
Remember what happened the last 
time!" 
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select OPTION. This brings you to the 


| OPTION MODE. See page 14 for 


more on options. 

The final option you can use is called 
the BONUS MODE. This gives you the 
chance to test the BOSS CHARACTER 
POSTCARDS, OFFICIAL 
ILLUSTRATIONS, SOUND MODE and 
VOICE MODE. After selection the 
BONUS MODE, use the DIRECTIONAL 
Button to highlight the option and 
press START, A or C to select it. Use 
the Directional Button to adjust the 
item and press A or C to view or listen 
to it. Highlight EXIT or press B to 
return to the main menu. 





























































































































































































After Mega Man investigates the 
deserted island, he is presented with 
the Stage Select Screen. The square 
markers show the stages on the map 
where Mega Man can go to find 
clues. Highlight a marker and press 
START, A or C to begin Mega Man on 



At first you can only go to 4 stages and 
Dr. Light's laboratory. For more on the 
functions of Dr. Light's lab, see page 10. 


MEGA POWER! 


As Mega Man battles Wily's Nefarious 
Robots he will gather power-ups, 
weapons and items. If Mega Man is 
skilled enough to face and defeat the 
Wily Robot introduced at the begin¬ 
ning of the stage he is rewarded with 
that Robot's weapon. The weapon 
and any other special power-up he 
acquires will be stored on the Mega 
Power screen. 



Weapon 
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Normally a tech¬ 
nical assistant in 
the lab, the beefy Auto steps out 


,_„.3 


of the lab and into the hunt with his 
custom weapon. Mega Man can defi¬ 
nitely count on Auto to lend a hand. 



Dr. Light made Eddy 
to transport things 
from the lab to his robots in the field. 


Now Eddy has been equipped with 
the ability to fly so, along with Eddy, 



Mega Man has some real fire power. 
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The famous crime 
fighting bird named Beat is 
always out for world peace. Beat was 
built by Dr. Cossack, a long-time 


Hill 


Cossack and Light worked together so 
well that Cossack gave Beat to Mega 
Man to support him in battle. While 
flying. Beat will dash out in attack if 
fully charged. 
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Each item has information about its' 
purpose when you highlight it in the 
but here is a short list of some things 
you can purchase: 





Weapon Energy, the balancer will fill 



Exit Part-Allows you to exit a stage 






+ 






* 



enemies, or are just there if you can 
find them: 



Companion Panel-Appears only in fly- 



1 UP-Increases the number of chances 
you have to battle, up to a maximum 
of 9 extra lives. 
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DIE. WILY AND HIS 





WEFATOUS ROIBOTS 
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The evil scientist never gives up. Try 


and try as he might, Thomas Light is 


always there to get the upper hand. 


Even back in their days at the Robot 


Institute of Technology Dr. Light got 


all the attention and accolades. Wily 


has vowed to become the greatest 
robot maker the world has ever seen 


but Dr. Light's Mega Man has consis 


tently foiled Wily's schemes to control 
the world. 
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DW #060 

Weapon: 
Thunder Claw 



Dr. Wily rescued 
Clown Man from a cancelled science 
fiction TV show. Made from old sets 
and props, he displays the charisma of 
show business. The truth is Dr. Wily 
can't stop laughing at Clown Man's 
arms. This makes Clown Man especial- 
ly proud of his arm span, which can 
extend over great distances, because 
he never got a laugh while on the 
show. 



Weapon: 
Homing Sniper 


Built from extra 
parts and an 
out-of-service security robot, 




ten all over him. Wily decided that 
two heads would be better than one 
but then again Wily never does any¬ 
thing for the better. Search Man's 
heads should cooperate but in real- 
ity they are constantly bumping ' 
heads over every decision. 
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DW #062 

Weapon: 

Ice Wave 

When Wily bought parts to enhance 
Clown Man, he over did it. To use up 
those parts he worked day and night 
to come up with Frost Man. He had 
so many more parts than he expect¬ 
ed. So Wily built an ice machine right 
inside Frost Man. His most dangerous 
weapon is the Ice Wave, a quick blast 
of razor-sharp icicles that freezes and 
cuts through anything it touches. 






















































































































































































































































game. When you run out of lives you 
can save your game, and you can also 
save while in Dr. Light's Laboratory. 
Your game progress, items and option 
settings will be saved. 


You can save up to 3 different games. 


It will be saved to the RAM in your 
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to Capcom Entertainment 
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Capcom Entertainment, Inc, 
attn: Mega Man 8 Limited Edition Model 
475 Oakmead Parkway Sunnyvale, CA 9408i 
(408) 774-0400 IIHHIi 
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Method 
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Money Order 


Mastercard □ Visa 


payment 


Credit 


Account 


Number 


Exp. Date 

(Require to process 


ORDER) 


Cardholder Signature 


THIS OFFER NOT SPONSORED BY SEGA 
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VISIT OUR WEBSITE FO 
MORE MERCHANDISE 

1 http://WWW.CAPCOM.COM 
or Call 408.774.0400 with 


Prices Include Shipping/Handling. U.S. Funds Only. CA residents add 7.75% sales tax 
(For delivery to Canada add $1.00) Allow 4-6 Weeks For Delivery. While supplies last. 


Questions or To Order By 

Credit Card 
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Sunnyvale, CA 94086 


90-Day Limited Warranty 

CAP COM ENTERTAINMENT, INC. {"CAPCOM") warrants 
to the original consumer that this Saturn CD-ROM 
{"CD-ROM") from CAPCOM shall be free from defects 
material and workmanship for a period of 90 days 
horn dale of purchase. If a defect covered by this 
W.inanly occurs during this 90-day warranty period, 
(Al'COM will replace the CD-ROM free of charge. 

l<> receive this warranty service: 

Nolily the ( Al'COM Consumer Service Department 
Ifie pioblem requiring warranty service by calling 
(40ft) //4 0400. Our Consumer Service Department 
is m operation from 8:30 a.m. to 5:00 p.m. Pacific 
lime, Monday Ihrough Friday. 

Hit 1 (Al’COM service technician is unable to 


solve the problem by phone, he/she will provide 
you wiili a Return Merchandise Authorization num- 
ref. Simply record this number on the outside of 
yum shipping package, and return the entire CD-ROM 
lieighl prepaid at your own risk of damage or deliv- 
ny We recommend sending your CD-ROM certified 
in.til. Please include your sales slip or similar proof- 
nl pun liase within the 90-day warranty period to: 


(AP(t)M 


i 


Service Department 


4/ 


S Onl ine. 1 ' 1 0 



Sunnyvale, CA 94086 

Hus warranty shall not apply if the CD-ROM has 
been damaged by negligence, accident, unreason¬ 
able use, modification, tampering or by other causes 
unrelated to the defective materials or workmanship. 

REPAIRS AFTER EXPIRATION OF WARRANTY: 

I the CD-ROM develops a problem after the 90-day 
warranty period, you may contact the CAPCOM 
(onsumer Service Department at the phone number 
noted previously. If the CAPCOM service technician is 
unable to solve the problem by phone, he/she may 
piovide you with a Return Merchandise Authorization 
number. You may then record this number on the 
uulside of your shipping package and return the 



own 



damage or delivery to CAPCOM, enclosing a check or 
money for $20.00 (U.S. funds only) payable to CAP¬ 
COM. We recommend sending your CD-ROM certified 
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